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SCENARIO 

In tM yaar 1190. the human race haa 
set up a hug* aolar-power collecting 
power atatlon in Earth orbit to beam 
pov*r down to earth. Because nf its 
lattice-like ahape, thia power station 
la known aipply aa "The Grid". Shortly 
after begtnninq operation, the grid waa 
found to be delivering less power than 
predicted. Invaetigation teem* wer* 
sent into orbit. They discovered that 
the grid had been Invaded by alien 
Droida. who were usln-j ita power to 
reproducs thamaelveai maaalng for an 
invasion of Earth. To combat the 
Droida. a special combat ship waa de- 
velop*.!. The ahlp drew its power fro* 
the qrld and* with such vaat amounts of 
snergy readily available, was able to 
carry an aweeomely powerful plasm* can- 
non. 

Thia ahlp, known a* the Gridrunner. was 
ao raat and powerful that, with skillful 
control, it could annihilate vaat 
aavtunt* of hoatllv DroU*. 

The Droida have 3 vain weapon*: Grld- 
aearch £quad*. Foda, and x/Y ?appera. 

Grldaaarch Squarfa 

Theaa are linked Droid aegmenra which 
tc averse the grid horizontally, dss- 
cending whenever they encounter an ob- 
struction. Each aquad haa a rotating 
'Leader Droid'- If the leader la hit, 
the Droid aeqnent behind Mm takes 
aver. If the squad is hit in the body. 
it splits into two independent squads. 

Squads COias in sny site, fro* solitary 
Leader Droid* to linked triads of many 
Droid a. 

whenever a aquad Droid la hit. hia body 
turns into a rod. Squad Droida are 
vulnerable to their own J/Y Japper, and 
may be hit or split by them. 

pods 

These inU yellow devices lodge at the 
boundarlsa of the grid, periodically 
growing In site and changing shape. 
Whan they reach the end of their life 



cycle they hurl a single bolt or unstop* 
pabls, lethal eneroy down the qrld. 



Hitting a *od reycss*** it one stage in 
Its life cycle. Repeated hits will 
eventually dsstroy the Pods. 

X/Y tsppers 

These two Ships run slonq the boundaries 
of the qrld. Periodically they atop, 
and the Y-I*ppsr eeuta a plasms beam. 
Ths K-7apper fires a plaeme pulse along 
ths qrld. and where the two N*t f e new 
Pod forms. It is not wise to qet caught 
in the plaama beam frosi the Y-lspper. 
The longer it la on, ths acre are your 
chances of losing the ship. Th* plaama 
pulse from the X- tapper is alto lethal. 
The frequency of the X/Y Sappers is 
variable snd Incresses with ssch skill 
level . 

STAFTIHG GRIOftUKNE* TM 

Be sure Coearodors €4 is turned off. 
Plug in the Gridrunner Tw cartridge 
Into the expansion port and turn on ths 
power. Ths game will atart automati- 
cally. 

You auiy freeie the action by pressing 
the *F* key. snd then pres* *?* again 
to ratter t* 

COKTTOLLJUG THE CW 



Your Gridrunner can save freely on the 
bottosj * linea of ths grid. You cannot 
move through the Pods. Tou will be dei 
troyed If you are hit by a Droid. ths 
chargs fron a Pod. or a heavy plasma 
beat* or pulse* Dae the Joystick to 
maneuver your Gridrunner* Th* r*d but* 
ton activates your plaama cannon. As 
long ss you hold down the red button, 
your cannon will repeat-fire. Thia ia 
uaeful for quick annihilation of rods 
close to the Gridrunner* 

5C0MWG 

Tor each Pod auccsaafully 
dsstroyedt ID pointa 
for each Droid ssementi 100 points 
for ssch Leader Droid* 100 pointa 
for tapping 1 gridful of Droidst 1 
extra Gridrunner. 









ATTACK HAVES 

There ir* )1 dutlnct attack w*v*b- In 
each v*v# «n ever-incre**ing nueiber or 
Droldi art released onto the grid in 
various patterns. When one wave it en- 
tirely cleared, an eitra Crldrunner la 
awarded (up to * i»*iiBuai of •), After 
a short pauae the next grldful will 
appear. 

Instead Of working your way through each 
grid lev«i, you can 90 directly to Any 
lev*l you wish. At the beginning of 

each qiM, when GRID 01 It ihwn, push 
the Joystick forward and the grid level* 

win icart to Imtmm. Push the flrn 

button whan th* desired level ha* been 

reached, 

STUATWIW 

1. *e*r on tha nova. If you stay firing 
In one place, Podi will fom above 
you and often eeplode while your 
attention la elsewhere. 

2. KoooMtiKf to use your full nobility. 
Don't Just stay on the bott.oa 
line* Khe-r. Grldsaarch Squad* reach 
th» buttcaii be prepared for than to 
re-enter higher up the grid* 

3. Us* rapid-fire to clear Fod* in 
your tone, Crldaearchers will 
have to travel right acroea the 
•r-rren, giving you nor* tlM to 
pick then off, 

4. Don't uio rapid-fire all the tine. 
You will aurvlve better If you take 
the tine to aln, 

5. DOU'T PANIC! 



Gridrunner 1* a vary fait 
Don't let the spe*d intinidat* 
you. Good plsyers will be looking 
for score* aver 150*000, and ace* 
will be getting over 300.000. 



